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Christian Camping Essentials 2
This is a list of workable camp games and activities. There is another document like this just called Christian Camping Essentials which is a short description of how to successfully run a camp. You can download it from the same place that you got this one.
Games and Activities

There is a very common misconception that it is important to have spectacular activities. Some talk of the “wow factor”. And so camp organisers and centre managers spend large sums of money on developing the best facilities imaginable and they spend time looking at what others are doing to keep ahead of them. This is not only a mistake, it is also distracts from what camps are all about.

Having said that the children need to have fun. Nearly always the bit they like best is when a leader is interacting with them.

What follows are a load of suggestions, some of which you will like and be able to use, some of which you will not. All are tried and tested and most cost very little to do. The equipment list is kept to a minimum.
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Christian Camping Essentials 2

Outdoor games

Games equipment: 
Most of the following games can be played with only a few bits of equipment. The skill is to improvise when equipment is not available.

● Several balls - various sizes: – the small ones get lost easily, so you need several of them - a football (footballs, basketballs and volleyballs are all interchangeable at a push, but if you can have one of each) – and a rugby ball (or American football).

● Stumps (cricket stumps are very useful in a number of ways. They can easily be made from broom handles of good sticks)

● Bats (cricket bats are easy for children to use, but baseball bats are just as good)

Glossary

● Tennis ball: any small fairly soft ball.

● Stumps: (cricket stumps are very useful in a number of ways. They can easily be made from broom handles or sticks.)

● Bowler: In USA “pitcher”: the person who throws the ball for the batter to hit.

● Out: When, in a batting game, a batter loses his life, and ends his innings.

● Caught: If a batter hits the ball and the ball is caught by a fielder without the ball touching the ground.

● Bowled: If the bowler bowls and hits the batter’s stump(s).

● Innings: the turn/chance of one side in a batting game.

Note about rules

● The rules described can be changed to suit the conditions or the abilities of the players.

● Gender: for simplicity of explanation, it is assumed that all players are male. Sorry ladies!

Long Ball 

(a batting and running game)
● Equipment: Tennis ball, 6 stumps and a bat.

● Mark out the playing area: Use 4 of the stumps to mark the corners of a large playing area, say 50m x 20m. The 5th stump should be placed in the middle of one of the short sides and the 6th stump about 8m in front of that towards the middle of the playing area.

● Play. 

- Divide the children into two equal teams.

- One team bat and the other field.

- The batting team wait outside the field of play behind the single stump. If there is a fielder behind this stump they must not impede this fielder.

- The batter stands in front of the 5th stump. 

- The fielding side spread out over the field of play. 

- The bowler bowls easy balls for the batter to hit from the 6th stump.

- A referee or umpire is necessary. This person can act as the bowler for both teams, although this does not allow the children to be the bowler.

- The bowler bowls and the batter aims to hit the ball somewhere inside the field of play. (First bounce must be inside, if it goes outside after that – no problem.) If the ball goes straight out of the field of play then he gets another bowl. If he does it twice, then he is out.

- If the batter misses the ball he gets another bowl. If he hits it at all he must run. If he misses a third time; he must run.

- He has to run, leaving the bat behind, to the other end of the field and back. He can wait at the other end for another opportunity. It is possible for several batters to be waiting at the other end. And it is possible for several batters to be running at the same time.

- A point is scored when the batter gets to the other end and back without losing his life.

- If a batter is successful he gets another chance.

- A batter can be out in several ways:


Bowled (with no bounces)

Caught

Hit the ball outside the field of play twice.

Hit on the run. If a fielder throws the ball at a running batter and  

hits him with it then he is out. The fielder can chase the batter to 

do this.

Waiting at the other end with no batters left to play.

-The innings is over when all the batters are out.

Camp Football

Just ordinary football (soccer) but with no limit to the size of the teams. No offside rule. Keep it simple.

Camp Hockey

It is necessary to have proper hockey sticks for this game. It is not really suitable to make sticks or use something else. Use a tennis ball for safety. Use football style rules. A player who swings their stick too high when other players are close by commits a foul.

Volleyball 

This can be quite a technical game. It usually needs someone who is quite expert to introduce and teach it to campers.

Camp Cricket (Sometimes called puddox)

Equipment:

4 stumps; 2 bats and a tennis ball

Mark out the playing area:

The batting area should be about 15m long with two stumps about 50mm apart at each end.

Play 

- Divide the children into two equal teams.

- One team bat and the other field.

- The batting team should keep well away from the play. Except for two batters one in front of each pair of stumps.

- There are two bowlers, one behind each pair of stumps. Which one bowls depends entirely on which one has the ball. (There are no overs as in cricket.)

- Umpires or judges are necessary. They usually stand level with the wickets about 8m away.

- A bowler bowls underarm with no more than one bounce aiming at the stumps at the opposite end.

- If the batter hits the ball both batters must run, taking their bats with them, crossing over, to the other end. One run is scored.

- If the batter misses and the ball does not hit the stumps, then the other bowler bowls in the opposite direction.

- A batter can be out by several methods


Caught


Bowled (with no more than one bounce)

Run out. That is the fielding side hit the stumps with the ball when the batter is running towards them before the batters bat gets to the line of the stumps.

Hitting your own wicket. The batter is usually allowed to do this once with no penalty. (Often referred to being half out.)

-The innings is over when all the batters are out. Usually the last

batter plays on without a partner and can be run out at either end. This calls for firm umpiring!

Rounders (simple base ball)

Equipment: 5 stumps: a bat and a tennis ball.

Mark out the playing area: Use 4 stumps to mark out a large square (or diamond) each side being about 12m. The 5th stump should be towards the centre about 8m from one corner (home base.)

Play: - Divide the children into two equal teams.

- One team bat and the other field.

- The batting team should keep well away from the play. Except for the batter who takes up his place in front of home base.

- A bowler “pitches” easy underarm balls to the batter. 

- If the batter hits the ball he must run. If he misses he gets another chance. He must go on the third chance whether he hits it or not.

- The batter runs to his right towards the next corner (first base). If the fielding side can get the ball to that base / stump before he gets there then he is out. If he feels he can get to the next base before the fielders can hit that sump he can proceed and so on all the way home. - - Alternatively he can wait for the next batter to play and run at the same time.

- No more than one batter can be at a base at any one time.

- A point is scored when a batter gets all the way ‘home’ without being run out and two points are scored if he achieves that on his own turn.

- There are only two ways to be out.


Caught


Run out

-The innings is over when three batters have been caught out. (Run outs are not counted for this purpose.) – or if there are no batters left in.

Croccer (Very good camp game – strange name – if you really want to know why it has this name send me a postcard!)

Equipment: 

4 stumps, bat and tennis ball.

Mark out the playing area:

2 stumps about 50mm apart on one side of the playing area. (The batter stands in front of these.)

1 stump about 6m to the left (the batter’s left) of the two stumps.

1 stump about 6m in front of the two stumps. (The bowler bowls from here.)

Play:

- Divide the children into two equal teams.

- One team bat and the other field. 

- The fielding team spread out with one ready to bowl and one “wicket keeper” behind the two stumps.

- It is necessary to have an umpire/judge. He should stand about 6m to the other side from the single stump. It also works if the bowler is the umpire and bowls for both sides.

- The batting team should form a queue behind the two stumps, being careful not to get in the way of the wicket keeper.

- The batter takes up his place in front of home base.

- A bowler bowls/pitches easy underarm balls to the batter. 

- If the batter hits the ball he must run. He takes the bat with him. He runs around the stump to his left and back. Each time he does this he scores a run / point. If he misses and the ball hits the stumps he is out. If he misses and the ball does not hit the stumps he gets another chance. If he hits the ball out of the field of play (behind the line of the stumps) he must run but does not score a point.

- The point of this game is that there is non stop bowling! So the bowler bowls even if the batter is not ready or is still running. So; when a batter hits the ball the fielders (including the wicket keeper) get the ball back to the bowler as quickly as possible so that he can bowl again hopefully before the batter is ready.

- The batter continues his innings until he is out.

- There are only two ways to be out.


Caught


Bowled

-The innings is over when everyone on the batting side has had a chance.

Camp Rugby (sometimes called Ragger)
Equipment: four stumps and a rugby ball.

Mark out the playing area: at each end of the playing area place two stumps about 4m apart to act as goals.

Play.

Divide the children into two equal teams.

This is a running and passing game. 

Kicking the ball is not allowed. 

Players can throw the ball and run with the ball.

Points are won by scoring goals.

Each team has a goal keeper, who is the only player allowed to kick the ball; near to his goal.

Players score goals by throwing the ball between the goal posts with one hand and under arm.

Defence is by touching the player who is holding the ball. No other contact is allowed (or necessary). When he is touched he must stop running; pass immediately and cannot score a goal. Once another player has handled the ball he is back in play.

Play is started (including after a goal) by one player from each side (equal in size and ability) forming a “scrum”. They face each other, place their feet wide apart, put their hands behind their backs; bend over and tuck their heads under each other shoulders. The referee places the ball between them (under their noses!) and when he lets go they race to push it back between their legs to another player. If it comes out sideways or the scrum collapses they try again.

Camp Basketball

Equipment: basketball nets (or two chairs!), basketball (or a football).  

The playing area: If there is a proper basketball court then use it. The court should be roughly 29m x 15m; the basket ring should be 460mm diameter and 3m from the ground with a net hanging down; the backboard should be 1.8m x 1m high. However at camp all these dimensions can be changed to suit the age of the children and the number playing.
If there is no proper court or baskets, then place a chair at each end of the playing area. Each team appoints a catcher who stands on the chair and the object is to get the ball to that person without them leaving the chair.

The concept of basketball is very simple, but it has a long list of rules. If you have an expert, get them to teach the children properly; they will enjoy that. But otherwise then keep it simple . . . . 

The ball can be advanced on the court by running with it and bouncing it or passing it between teammates. A player cannot carry the ball. Bouncing must be done with one hand. Two hands can be used for passing.

Disruptive physical contact is penalised, and free throws will be issued if an offensive player is fouled while shooting the ball.
Ringo 

Equipment: a rubber ring around 200mm in diameter (These can be hard to get.) and two chairs. It is possible to play this game with a frisbee.

Play:

Place a chair at each end of the playing area. Each team appoints a catcher who stands on the chair and the object is to get the ring to that person without them leaving the chair.

The ring can only be advanced on the court passing it between teammates. A player cannot carry the ring. 

Disruptive physical contact is penalised, and free throws will be issued.
Frisbee Golf

Divide the children into teams of three or four player.

Each team requires a frisbee.

From an agreed start point, agree on a target. This might be a tree, or a gate post, or the corner of a building.

All players must remain behind the throwers.

Players take it in turn to throw their team frisbee.

The first player from each team throws their frisbee as close to the target as possible.

Then the second player throws from where it landed towards the target.

Then the third player and so on until the target is struck.

The team taking the fewest shots wins the “hole”.

From the first target another target is selected. The next player in turn starts off the attempt to reach the target.

And so on until the children have had enough!

Wide Games

Games played over big areas of ground, perhaps the whole camp site, by large numbers of players. These are often better if they are played in the dark.

Initiative Test (or Bin Man Hunt)

The players are divided into small teams of say 4 or 5 players. Each team is given a list of objects to find within say 30 minutes. The list might include items like: a feather, a blue shoe, a 1 metre stick, and so on. Some items might require initiative to find. For example ‘black teeth’  . . . a comb; a picture of the queen . . .  .a coin. A point for each for each item collected. A bonus for the best, or extra initiative.

Convict Hunt.

Some leaders or older campers are ‘convicts’ and must hide somewhere on site. The campers must find them and get a signature for each one.

Haggis Hunt (or diamonds or frogs or anything you like)

Haggises are mythical sausage like Scottish creatures.

Equipment; Dozens of small bits of paper with a Haggis drawn on. (Job for a photo copier.) Put a number (value) on some of them. These are hidden all over the camp site. The children go out and find them.

Den Raiding (a classic)

Equipment: two areas, one at each end of the play area, about 3m square and 200m (or more – or less) apart, with as much in the way of buildings, trees, water and other obstacles in between. Each area (base) is stocked with say 12 objects (treasure) – could be balls, sticks, potatoes, bits of plumbing – anything does really!

You also need a piece of cloth or plastic bag, around 300mm x 40mm, for each player. (Tails) These are tucked in to the back of the trousers of each player. If they are removed the player is dead!

Play: The basic idea is that the teams start at their own bases and try by force, speed or stealth to get to the other base to steal their treasure and bring it back to their own base. Teams usually split their team into defenders and attackers. Some rules:

A player may only carry one piece of treasure at a time.

If players from opposite sides meet they may ‘fight’ to take the tail from their opponent. 

When a player is dead he must hand over any treasure he is carrying.

When a player is dead he can be resurrected by reporting to a leader somewhere in the middle of the play area, who counts the number of lives each team loses.

Players are not allowed inside their own base.

Opposition players are safe when they are inside the opposition base.

The winners are the team with the most pieces of treasure in their base at the end. If there is a tie, then lives lost are taken into account.
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Indoor Activities

(Many of these can be done outdoors on a sunny day!)

Board Games


Most of these games are available in shops and can cost quite a lot. However if you are careful what you buy – in other words make sure they work! – then if you look after them they can last for years!


Some Christian folks seem to have a problem with playing cards. It seems that the connection with gambling is too strong. However there are many simple good games that children enjoy played with ordinary cards that have no connection with gambling.


Some of the games that can be bought were once ordinary card games.

Active Indoor Games
(For rainy days if you have a hall or even for parties)
Many of these could be played outdoors.

Happy Families

Based on the children’s card game.

Equipment: A set of cards prepared in advance. Roughly one card per child is required. They should be prepared in sets of 4, each representing a family. [For example: Mr Brown, Mrs Brown, Master Brown and Miss Brown. or  Mr Mechanic, Mrs Mechanic, Master Mechanic and Miss Mechanic]

Play: The cards are well shuffled and mixed up. The children stand in a circle. The cards are thrown in the air in the middle of the circle and each child has to grab one card. Then they have to find the rest of their family. Then Mr sits on a chair, Mrs on his knee. Master on her knee and finally Miss on the end. The last family to sit down are out. Any individual who does not find a card is out. The leader removes one family from the pack of cards and the fun starts again.

Penny Waltz
Equipment: a penny / large coin for each pair.

The children get into pairs. Each pair needs a large coin (a penny). They place it between their foreheads and are not allowed to touch it again. When it falls on the floor they are out. The leader calls out increasingly difficult things for them to do, hoping to make the pennies fall.

To start with they can move around as if dancing. 

Then various simple activities like taking a shoe off.

And putting it on again.

Then these activities can be done again and the last one to do it is out.

They can race from one end of the playing area to the other.

Last couple remaining wins.

Mud

Equipment: Music which can be stopped and started.

Various forms of this game exist. Here is one.

The children divide into pairs.

They must walk around the playing area (holding hands?) in a large circle to music. When the music stops the leader calls out one of four commands. The last pair to do the command is out. Assuming the pair is a boy and a girl but it works with two boys or two girls, the command can be:

“Mud” The boy lifts the girl off the ground to keep her feet off the ground.

“Taxi” The boy kneels on one knee and the girls sits on the other knee.

“Bus” They both sit on the floor side by side.

“Horse” The boy goes on the floor like a horse and the girl sits on his back.

Crossing the river

Equipment: four chairs and music that can be stopped.

The chairs are placed towards the end of the playing area, wide apart to mark an imaginary river. They should not be quite at the end, so that the children can walk round the whole course. 

They walk round and round as the music plays, but each time they cross the end of the river, the boy has to carry the girl across.
When the music stops any pair that are crossing the river are out.

Touring

Equipment: In advance a circular route has to be worked out and the distances between the places noted. This does not need to be accurate. About 12 to 15 places need to be on the journey. So for example it might start.
Edinburgh to London 640k

London to Paris 490k

Paris to Brussels 210k

And so on until arriving back at Edinburgh

The various parts of the tour should be written on cards, perhaps 3 or 4 on a card, but not in order.

Paper and pen is needed for each team.

The cards are placed around the room.

Play: The children should be divided into teams of two or three. Each team is given a different starting point. When the game starts they have to find that place on a card, note the next place and record the distance. Then they find the next place . . . . and so on until they get back to their starting place. Then they add up all the distances and the first one with the right total distance wins.
Note: a smart team might just add up all the distances on all the cards and beat the system. To avoid this it is possible to put just one or two false journeys on the cards which are not in the loop.
Islands

Equipment: Sheets of newspaper, or for a deluxe version cardboard or even bits of carpet! and music that can be stopped.
Play. The sheets of newspaper are scattered on the floor. The players walk round until the music stops. When it stops everyone must stand on a sheet of paper, as many people holding on as possible – nothing touching the floor. If they can’t get onto a sheet they are out. Each time take away some paper.

Shops

Equipment: Cards with (6?) shop names (Butcher, baker, chemist, etc) and a list of items that can be bought at these shops.

Play: The leader shouts out an item, say sausages, and everyone queues at the correct shop. The last one in the queue is out. If there are a lot of players you could take away the last two or three players.

Bigamy (a man with two wives – or a woman with two husbands)

Equipment: Music that can be stopped and a chair for each player.
Play: the players sit in threes on chairs randomly scattered around the room; all except one where there are only two players sitting with one empty chair. The player in the middle of each set has two husbands or wives, (or just partners). When the music starts the one with only one partner goes to another group and steals a partner, and rushes back to their chairs. Now a different one has only one partner and steals a new partner. When the music stops, if any team of three is not sitting down, they are out. They must sit with their arms folded and not be stolen again.

Flying kisses

Equipment – none

Maybe better for older young people. The players take partners (preferably one boy and one girl).

They stand opposite each other in two long lines; to start with about one meter apart. They lean forward and kiss. Everyone takes a step back and does it again. They can hold on to each others shoulders or hands as they lean forward. If they step in to the gap they are out. (Some can achieve remarkable distances!)
Mobile letters
Equipment: This needs quite a lot of preparation. Decide on a fairly long word, about 8 or more letters. Make a list of words that can be spelled using some of the letters. For example “PHOTOGRAPH” can give; part, graph, hoot path, etc. Write the letters of the word on individual sheets of paper. One set for each team.

Play: The teams should be the same size as the main word. With perhaps one extra as the captain. So for “PHOTOGRAPH” the teams would have 10 or 11 players. Each players holds one sheet, and they are not allowed to change sheets once the game has started. The captain may or may not have one. The leader shouts out a simple clue: say “The noise made by an owl.” The team have to solve the clue and stand in order with the answer facing the leader. The first team ready gets a point.
Musical Elbows

Equipment: Music that can be stopped.

Play: The boys stand in a line up the middle of the playing area. The first in line put his left hand on his hip with his elbow pointing out and his right arm close to his side. The next in line put his right hand on his hip with his elbow pointing out and his left arm close to his side. And so on down the line. The girls walk round the line not touching, until the music stops and then they have to grab an elbow, without going backwards. Any girl without an elbow is out. After each round remove one or two boys. Then play again with the girls in line and the boys goiung round.
Musical Knees: same as above but the line down on one knee.

Musical Chairs: same as above with everyone playing and chairs in the middle arrange alternatively facing each way.

Musical shoes: Every player puts a shoe in the middle. The leader removes one or two. They all walk round. When the music stops they grab a shoe (rough game) – any shoe. Anyone without a shoe is out. After each round the leader removes another shoe (or two).

Musical spoons: Same as above but with spoons in the middle.

Shadows – a quieter game.

Equipment: A white sheet over a door way; a strong light behind.

Play: Split the players into two teams. Each team makes a list of the names in order. One team in the room, the other behind the sheet and behind the light. One at a time, in order, they come in front of the light and their shadow will show through the sheet. The other team must work out who it is. If the players know each other well; hats etc may be allowed. It makes it much harder. A point is given for each correct recognition. Then the teams change round.
Newspaper Quiz

Equipment: Each team is provided with a copy of the same newspaper. The leader has to prepare a list of questions that can only be answered from the paper.

Play. The teams divide up the pages of the paper between them. (This is more fun if the players are close together. The leader asks a question. The first player to answer, from the paper, giving also the page number, wins a point for their team.

Relay Races / Line Races

Split the players into teams. The teams form a line. Usually a judge is needed for each team/line! The teams are given a task. First finished gets a point.

> Orange Race; The first player holds an orange under his chin. He has to pass it to the next player under the chin without touching it with his hands. And so on.

> Polo Mint on a drinking straw. (A sweet with a hole in the middle.) Each player has a straw which they keep only in their mouths and are not allowed to touch with their hands. The first player starts with the Polo on his straw. He has to pass it on to the straw of the next player. And so on.
> Key on a long (very) string. The first player has to put the key (followed by the string) down the top of his shirt and out at the bottom of his trousers. Then it goes to the next person who does the same. The string has to be kept moving. And so on.

> Match box lids. Each team has a match box lid (square tube). The first player holds it on his nose. He has to pass it on to the nose of the next player without touching it with his hands. And so on.
The next set of relays involve each member doing a task (like hopping forwards to a chair and back) then the next player has his turn.

> Run back and forth with a balloon between their legs.

> Fan a small piece of tissue back and forth with a piece of card.

> The first player has two pieces of paper. The second player has to step on one piece to the next. The first player moves the papers.

> Push an egg with your nose or a pencil.
> Lots more, just needs imagination.

Change (similar to a relay game)

Equipment: Small objects. A set for each team. For example a set of four items such as a coin, a key, a small ball and a small spoon, for each team. Two chairs for each team.

The teams sit in line on the floor facing the front and each player with a number. The objects are placed on a chair about 2 or metres in front of the team (with the back of the chair facing the team, hiding the objects.) The other chair is placed 2 or 3 metres behind the team. The leader calls out something like ‘No4 the coin’ Player number 4 must get up, collect the coin from the chair, take it to the other chair and return to their place on the floor. The player doing this quickest gets a point for his team. As the game proceeds players must remember where each object is.

Youth Club Games.
Other more robust indoor games
Unihoc. 
This was originally invented as an indoor game.

Badminton. Needs suitable equipment. Only a maximum of 4 can play at one time.

Table Tennis. Needs suitable equipment. Only a maximum of 4 can play at one time. Can be played outside if it is not windy.

Quiz. Needs preparation. NO POINT in trying to make it up as you go along unless you are a genius. Have rounds; Sport, news, pop songs, pictures, flags, maths, etc

One a side football

Divide the players into two teams. Have them sit along the sides of the playing area. Each has a number. (Biggest is No1 down to the smallest.) Goals, say a chair are placed at the ends of the room. The ball is placed in the centre.
Play: The leader shouts out one number. The player from each side with that number dashes out and plays until a goal is scored (or everyone is getting bored). Then another number is called. Ensure every player gets a turn. It may be possible to play 2 or 3 players at a time.

One a side Hockey – same as above.

One a side crawling ball. – same as above.

One a side chalk rugby – very violent – boys love it. Same idea as above. The goal is a circle drawn on the floor at each end. A piece of chalk is in the middle. When the number is called each player tries to draw a chalk ‘x’ in his circle. Fighting for the chalk is encouraged, as is rubbing out the lines etc.

One a side xxxxx. Many games can be played in this style.

Ships and boats.

Preparation: One end of the hall is designated ‘ships’; the other is ‘boats’; one side is ‘port’; the other is starboard.

The leader calls out say ‘port’. All the players rush to that side. The last to get there is out. Then another is called and so on. The leader may call out a second place before everyone has arrive. It can be exhausting.

To make it more interesting the leader may call out other command, and the last to do it is out; like
Captain’s coming: everyone stands still and salutes.

Submarines: everyone lies down with one leg in the air.

Climb the rigging: everyone has to get off the floor.

The players who are out can be asked to sit in the middle and they become an obstacle for the rest of the players.

Guard to blocks

Equipment: a pile of wooden blocks, or a post or a skittle about 1 metre high. This is placed in the middle of the room.

Play: The players join hands in a circle. They have to pull and push each other into the middle. A player who knocks over the obstacle is out. Players who let go of each other are both out.

Head catch. A simple short game

Equipment – a football or similar.

Play. The players form a circle; the leader stands in the middle and throws the ball to one player calling head, or catch. The player must head the ball back or catch it and throw it back. If he fails then he is out. THEN the rule changes. If the leader calls ‘head’ the player must catch it, and if he calls ‘catch’ the player must head it.

Hand in pocket.
Equipment – a volleyball or similar.

Play: the players stand in a circle with their legs wide apart and their feet touching the player next to them. They are not allowed to move their feet. They must put their left hand in their pocket or behind their back. (Left handed people are at a disadvantage – sorry.) The ball is put into the circle. The players must punch the ball towards other players. If it goes out between their legs or to their right they are out.

Dodge ball.

Preparation: The floor is divided into four strips long ways. |1|2|3|4| At least one volleyball or similar is required.

Play: the players are divided into two teams. One team goes into area |2| and the other in |3|. They throw the ball(s) at each other and must hit an opponent below the knees. If a player in area |2| is hit he moves to area |4| and keeps aiming at players in |3|. If a player in area |3| is hit he moves to area |1| and keeps aiming at players in |2|. When no one is left in |2| or |3| the game is over.
One up

Equipment: A metre long stick or cane is required for each player.

Play: the players stand in a circle with their stick in front of them, held vertical with one finger on the top. The leader calls ‘one up’ each player lifts his finger from his stick and grabs the one to his right. If it falls he is out. Players must not push their sticks away from their neighbours. Once the players are used to this idea, the leader may call ‘one down’ or ‘two up’ etc.

Short Cuts (a great game to exhaust small boys)

Equipment – none
Play. The players start all together in one corner of the playing area. If the leader calls out ‘1’ then they must run to the corner at the other side of the playing area. If the leader calls out ‘2’ then they must run to the corner at the other end of the playing area. If the leader calls out ‘3’ then they must run to the corner diagonally opposite of the playing area. The last player to arrive is out. The short cut comes when the leader calls out two or more number. The players must work out the destination and take the quickest route there.
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Other ideas
BMX or Mountain biking

This can be a popular activity. Specialist (trained) leaders are necessary. It also involves expensive equipment and safety equipment (helmets etc). Furthermore once the cycles have been purchased they have to be maintained. (Punctures, cleaning, oiling and various adjustments.) It can be a full time activity for a leader. It may be possible to hire this equipment.

Archery

Another good camp activity. Once again it requires trained leadership and equipment and maintenance.

Ropes courses and other adventure playgrounds.

An activity which makes a camp site appear exciting. The use of brightly coloured ropes and equipment is attractive. This need not be expensive to set up. Safety is an important consideration. The various parts need frequent (daily) maintenance / checking. Normally children can not be allowed to play on this equipment without a leader in attendance. It is often an activity which loses its appeal quite quickly unless it is very challenging. In certain areas it may be possible to visit an adventure centre as a camp outing.

Swimming

The simplest of activities. Leaders should ensure that the place is safe, probably by visiting in advance. Simple safety rules and equipment should be used. There must be a leader (life saver) immediately available.

Tennis

Equipment: a selection of bats / racquets and balls.

A simple court can be set up at camp. 

This is another activity that it may be possible to visit.

Orienteering. 
This requires a great deal of preparation before camp. But some children greatly enjoy the activity.

Equipment: Maps and challenges; and perhaps compasses.

Simple maps of the camp site and the area around it need to be prepared. There are cartographers who will draw a map for an area. It is also often possible to download maps from the internet. A good artist can often prepare a very satisfactory map. If possible these maps should be in colour and laminated for repeated use.

Various levels of challenges should be prepared, easy medium and difficult. It is possible to purchase purpose made markers but simple home made markers are very possible. (Perhaps laminated cards with a letter on fixed to trees and gateposts.) The challenge involves finding a number of markers by using the map, and perhaps a compass. A clue might read “on a fence post 100m west of kitchen door”. Use your imagination!

Camp Olympics

This is a whole afternoon (or morning) activity for a whole camp. Divide the children into teams of about 8 to 12 children. Four teams is ideal. Each team can select a nation to represent.

The whole camp follows each event as it takes place. Some events will involve the whole team, some will involve only a small number. As each event is completed 4,3,2,1 points is awarded according to how well they did. Some events might be.
Kick the shoe. Every member of the team loosens off their shoes and standing behind a line, attempts to kick off their shoe as far as possible. Each team in turn is given a few minutes to have as many shots as they can. All members of the team kicking at the same time when they are ready; using both shoes if they wish. A few brave leaders stand where the shoes are falling and throw them back, all except the best one for the team. It seems to work well to have this as the first event as everyone is involved; and it’s fun.
Tug of war. Do not attempt this without a very strong rope. If a rope breaks it can cause injury.

Frisbee Golf. Described in the ‘Outdoor Games’ section.

Sprints. Each team selects a few runners; perhaps of different ages; and they have short races – say 60 to 100m.

Marathon. Everyone races round a fairly long course. A simple method of deciding which team wins is to take, say, the 6th runner for each team. This can be used as the last event as everyone is involved and they all end up tired.

Throwing a big rock. One or two members from each team only.

Relay Races. The team forms a queue. Each member in turn has to hop to an object (perhaps a stump) and run back, touching the next player. All the teams go at once. Other variations: running backwards, holding ankles, with a balloon between their knees, carrying a potato on a spoon, blindfold, and many others.

Make a high mark. Equipment: a bucket of something like porridge or mud. Each team in turn has to slap a handful of mud as high up on a tree or wall as they can by making a pyramid of people against the tree or wall. A time limit of say 2 minutes should be allowed. All the other teams can enjoy watching the lower members of the pyramid get covered in mud or porridge.

Long shots. Kicking a football at a goal from a fairly long distance.  Or if you have a leader who is a reasonably good goal keeper then it could be a penalty competition.

If the camp is by a beach, then they can race to bury a fairly large object, and dig it up again once the leader decides it is fully buried.
If the camp is by a lake then swimming could be added to the relay races.

High jumps

Long Jumps

Anything else you can think of.

Note: If there are say four teams, then four events can be run at once with one team visiting that event and moving round every 10 minutes or so.
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